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1. Introduction of 3D game engine.
2. Design of game roles.

3. Applying the collider to form interaction.
4. Prefab and collective components.
5. Game object and rigidbody.

6. Particle system.

7. Progress report at mid-term.

8. Design of game menu.

9. Design of the details.

10. Publication of game project.

11. Test of game.

12. Discussion of the final project.
13. Presentation of the final project.
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1. HEX 10%
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